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How Blackjack is played

Possible Play Moves and an Example of play.
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Not all Blackjack is Created Equal

Optimal strategy for Blackjack
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The

Optimal Strategy in Blackjack

Blackjack is a Dependent Variable Game

Thorp’s Experiment

The High Low Count

The High-Low was first introduced in 1963 by Harvey Dubner and since then has
become the industry standard for card counters. It is simple, yet effective. It has been the

preferred card counting system for many card counting professionals and teams such as
the M.I.T, the Hyland, and the Church. The High-Low count simply assigns a value to
each card, the player then keeps a running count of what cards have been dealt. Low
cards, 2 though 6 are given the value of +1 and high cards such as 10s and aces are given
the value of -1. 7 through 9 are counted as zero. A newly shuffled deck would start at a
count of zero and as each card is dealt the player would keep a running count of what
cards have been dealt, adding plus-one for small cards and subtracting one for big cards.
This offered a much more simple way to know who has the advantage.
It also works for multi-deck games. A player simply keeps what is called the running
count. As each card is dealt the player adds or subtracts accordingly, but when it comes
time for the player to make a playing decision, the player must make what is called a true
count conversation. The player would take the running count and divide it by the number
of decks left in the shoe. The player does this by estimating how many decks have been
placed in the discard tray and subtracting the number of decks in the discard tray from the
number of decks the game was started with. For example, a player is playing a six-deck
game and has a running count of +12, the player than estimates the number of decks in
the discard tray. Let’s say there are three decks in the discard tray. Take six (The number
of decks started with), subtract three (the number in the discard tray) and you end up with
three decks left in the shoe. Twelve divided by three is four. The true count is four. The
true count conversation is a simple way to convert any running count into a ratio that the
player can use to make their playing decisions.
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